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damages caused by the use of this translation. 

1 This document has been translated by computer. So the translation may not 
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3.1n the drawings, any words are not translated. 
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Summary 



(57) [Abstract] 

[Technical problem] Conventionally, the game person of the game by the game 
program could not know the amount of liquidation in the desired rate of liquidation, 
and since he was not able to simulate the amount of liquidation in each game store 
where the rates of liquidation differ, he was not fully able to enjoy a game. 
[Means for Solution] A setting change of the rate of liquidation of a pachinko ball is 
made by the rate setting change function 33 of liquidation at the value for which a 
game person asks, and the amount of liquidation is computed by the amount 
calculation function 34 of liquidation at the rate of liquidation by which a setting 
change was made by the rate setting change function 33 of liquidation. And the 
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amount of liquidation computed by the amount calculation function 34 of liquidation 
is displayed on screen la by the display function 35. Therefore, the amount of 
liquidation in the predetermined rate of liquidation once displayed on screen 1a is 
changed into the amount of liquidation in the rate of liquidation which is different 
with operation of the game person to the rate setting change function 33 of 
liquidation, and is displayed on screen la. 
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[Claim(s)3 

[Claim 1] The game execution function to perfonm on a screen the game of a game 
machine which realizes the game medium which performed the game using the game 
medium and was gained in the game at the predetermined rate of liquidation in 
simulation. The game data-storage function to memorize the game data generated 
with advance of the game performed by this game execution function. The rate 
setting change function of liquidation which makes a setting change of the rate of 
liquidation of the game medium in the game performed by the aforementioned game 
execution function by operation of a game person at the value of a request of a 
game person, The amount calculation function of liquidation which computes the 
amount of liquidation which realized the game medium which the game person 
memorized as the aforementioned game data by the aforementioned game data- 
storage function gained at the rate of liquidation in which a setting change was made 
by the aforementioned rate setting change function of liquidation. The game program 
for realizing to a computer the display function which displays on the 
aforementioned screen the amount of liquidation computed by this amount 
calculation function of liquidation. 

[Claim 2] The aforementioned game data-storage function has the function in which 
a game person memorizes the game medium used for the game as the 
aforementioned game data, the aforementioned amount calculation function of 
liquidation The investment frame with which the game person realized this game 
medium used for the game at the rate of liquidation in which a setting change was 
made by the aforementioned rate setting change function of liquidation. And it is the 
game program according to claim 1 characterized by having the function which 
computes the income-and-outgo frame of this investment frame and the 
aforementioned amount of liquidation, and the aforementioned display function 
having the function to which these investments frame and an income-and-outgo 
frame are displayed on the aforementioned screen. 

[Claim 3] The aforementioned game execution function has the function to perform 
each game about two or more models of the aforementioned game machine in 
simulation on the aforementioned screen. The aforementioned game data-storage 
function has the function to memorize the aforementioned game data for two or 
more aforementioned models of every. The aforementioned amount calculation 
function of liquidation has the function which computes the amount of money which 
realized the game medium for every model of the aforementioned plurality in the rate 
of liquidation in which a setting change was made by the aforementioned rate setting 
change function of liquidation. The aforementioned display function is a game 
program according to claim 1 or 2 characterized by having the function to which the 
amount of money computed by the aforementioned amount calculation function of 
liquidation is displayed on the aforementioned screen for two or more 
aforementioned models of every. 

[Claim 4] It is a game program given in any 1 term of a claim 1 to the claim 3 which 
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the aforementioned game machine is a pachinko machine and is characterized by the 
aforementioned game medium being a pachinko ball. 

[Claim 5] It is a game program given in any 1 term of a claim 1 to the claim 3 which 
the aforementioned game machine is a slot machine and is characterized by the 
aforementioned game medium being a medal. 



[Translation done.] 
* NOTICES* 

Japan Patent Office is not responsible for any 
damages caused by the use of this translation. 

1 .This document has been translated by computer. So the translation may not 
reflect the original precisely: 

2.**** shows the word which can not be translated. 
3.1n the drawings, any words are .not translated. 



DETAILED DESCRIPTION 



[Detailed Description of the Invention] 
[0001] 

[The technical field to which invention belongs] this invention relates to the game 
program which performs on a screen the game of a game machine which realizes the 
game medium which performed the game using the game medium and was gained in 
the game at the predetermined rate of liquidation in simulation. 
[0002] 

[Description of the Prior Art] Conventionally, there are some which perform the 
game of a game machine called the pachinko machine and slot machine which were 
installed in the game store in false on screens, such as a home video game machine 
and a personal computer, as this kind of a game program, for example. This kind of 
game program is memorized by ROM (memory only for read-out), CD(compact disc) 
ROM, etc. 

[0003] For example, in the case of a pachinko machine, a pachinko game is 
performed using the pachinko ball which the game person borrowed the pachinko ball 
of a predetermined number, and borrowed in the predetermined amount of money, 
and the gained pachinko ball is realized at the predetermined rate of liquidation in a 
game store. At home, this pachinko game is performed by the game program in false 
on screens, such as a home video game machine. And the pachinko ball which the 
game person gained in the pachinko game on this screen is also realized at the 
predetermined rate of liquidation, and the amount of liquidation is displayed on a 



I 



. 2003-945 6 



screen. 
[0004] 

[Problem(s) to be Solved by the Invention] However, in the above-mentioned 
conventional game program, the above-mentioned amount of liquidation displayed on 
screens, such as a home video game machine, was not able to change into the 
amount of liquidation in the different rate of liquidation the amount of liquidation 
which only the amount of liquidation in the predetermined rate of liquidation was 
displayed, but was once displayed on the screen. Therefore, conventionally, the 
game person of the game by the game program could not know the amount of 
liquidation in the desired rate of liquidation, and since he was not able to simulate 
the amount of liquidation in each game store where the rates of liquidation differ, he 
was not fully able to enjoy a game. 
[0005] 

[Means for Solving the Problem] The game execution function to perform on a 
screen the game of a game machine which realizes the game medium which was 
made in order that this invention might solve such a technical problem, performed 
the game using the game medium, and was gained in the game at the predetermined 
rate of liquidation in simulation, The game data-storage function to memorize the 
game data generated with advance of the game performed by this game execution 
function. The rate setting change function of liquidation which makes a setting 
change of the rate of liquidation of the game medium in the game performed by the 
game execution function by operation of a game person at the value of a request of 
a game person, The. amount calculation function of liquidation which computes the 
amount of liquidation which realized the game medium which the game person 
memorized as game data by the game data-storage function gained at the rate of 
liquidation in which a setting change was made by the rate setting change function 
of liquidation. The display function which displays on a screen the amount of 
liquidation computed by this amount calculation function of liquidation was given to 
the game prpgram. 

[0006] According to this composition, a setting change of the rate of liquidation of a 
game medium is made by the rate setting change function of liquidation at the value 
for which a game person asks, and the amount of liquidation is computed by the 
amount calculation function of liquidation at the rate of liquidation by which a setting 
change was made by the rate setting change function of liquidation. And the amount 
of liquidation computed by the amount calculation function of liquidation is displayed 
on a screen by the display function. Therefore, the amount of liquidation in the 
predetermined rate of liquidation once displayed on the screen is changed into the 
amount of liquidation in the rate of liquidation which is different with operation of the 
game person to the rate setting change function of liquidation, and is displayed on a 
screen. 

[0007] Moreover, as for this invention, a game data-storage function has the 
function to memorize the game medium which the game person used for the game 
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as game data. The investment frame with which the amount calculation function of 
liquidation realized this game medium that the game person used for the game at the 
rate of liquidation in which a setting change was made by the rate setting change 
function of liquidation. And it is characterized by having the function which 
computes the income-and-outgo frame of this investment frame and the 
aforementioned amount of liquidation, and a display function having the function to 
which these investments frame and an income-and-outgo frame are displayed on a 
screen. 

[0008] According to this composition, the game medium which the game person used 
for the game is memorized by the game data-storage function, and while this game 
medium that the game person used for the game by the amount calculation function 
of liquidation is realized by the investment frame at the rate of liquidation in which a 
setting change was made by the rate setting change function of liquidation, the 
income-and-outgo frame of this investment frame and the amount of liquidation is 
computed. And the amount of liquidation,, investment frame, and income-and-outgo 
frame which were computed by the amount calculation function of liquidation are 
displayed on a screen by the display function. Therefore, the amount of liquidation, 
investment frame, and income-and-outgo frame in the predetermined rate of 
liquidation once displayed on the screen are changed into the amount of liquidation, 
investment frame, and income-and-outgo frame in the various rates of liquidation 
which change with operations of the game person to the rate setting change 
function of liquidation, and are displayed on a screen. 

[0009] Moreover, this invention has the function in which a game execution function 
performs each game about two or more models of game machine in simulation on a 
screen. It has the function in which a game data-storage function memorizes game 
data for two or more models of every. It carries out having the function which 
computes the amount of money in which the amount calculation function of 
liquidation realized the game medium for two or more models of every at the rate of 
liquidation in which a setting change was made by the rate setting change function 
of liquidation, and having the function to which a display function displays on a 
screen the amount of money computed by the amount calculation function of 
liquidation for two or more models of every as the feature. 

[0010] According to this composition, game data are memorized for two or more 
models of every by the game data-storage function, and the amount of money which 
realized the game medium for two or more models of every at the rate of liquidation 
in which a setting change was made by the rate setting change function of 
liquidation by the amount calculation function of liquidation is computed. And the 
amount of money computed by the amount calculation function of liquidation is 
displayed on a screen by the display function for two or more models of every. 
Therefore, the amount of money in the predetermined rate of liquidation about each 
model once displayed on the screen is changed into the amount of money in 
different various rates of liquidation for every model, and is displayed on a screen by 
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operation of the game person to the rate setting change function of liquidation. 
[0011] 

[Embodiments of the Invention] Next, 1 operation gestalt of the game program by 
this invention is explained. 

[0012] Drawing 1 (a) is the perspective diagram showing the game structure of a 
system to which a game is performed using the game program by this operation 
gestalt. 

[0013] This game system consists of home video game machines 2 connected to the 
television 1 with screen la. A home video game machine 2 consists of controller 2b 
operated by main part of game machine 2a, and the game person, and CD-ROM on 
which the game program by this operation gestalt was recorded is stored in main 
part of game machine 2a free [ attachment and detachment ]. Furthermore, the flash 
memory 3 the game data in the game which used the game program are remembered 
to be is inserted in main part of game machine 2a free [ attachment and 
detachment]. 

[0014] This drawing (b) is an enlarged view of controller 2b, and the direction key 1 1 
operated by the game person in the direction of four directions is formed in the left 
of the operation side of controller 2b. Moreover, the select button 12 and the start 
button 1 3 are formed in the center of an operation side, and the ** button 1 4, the 
** button 1 5, the O button 1 6. and the x button 1 7 are formed in the method of the 
right of an operation side. 

[001 5] Drawing 2 is the circuit block diagram showing the outline of the circuitry of 
the above-mentioned whole game system. 

[0016] CPU (arithmetic and program control)21, ROM (memory only for read-out)22, 
and RAM (memory which can be written)23 are built in main part of game machine 
2a, and ROM22 and RAM23 are connected to CPU21. ROM22 is CD-ROM which is 
stored in main part of game machine 2a and which was mentioned above, and has 
memorized the game program by this operation gestalt. The game program by this 
operation gestalt is for performing in false the pachinko game of the pachinko 
machine currently installed in the game store. RAM23 is used as work memory for 
temporary storage, in case this game program is performed, and game data are also 
stored temporarily at this RAM23. 

[0017] It connects with CPU21 and CPU21 makes a flash memory 3 memorize 

[ flash memory / which was mentioned above / 3 ] game data. Moreover, controller 

2b mentioned above and screen la of television 1 are also connected to CPU21: The 

control signal generated by the direction key 1 1 of controller 2b and operation of 

each buttons 12-17 is told to CPU21, and the control action of CPU21 is defined by 

this told control signal. Moreover, CPU21 generates a display-control signal based 

on this control signal, and outputs it to screen la of television 1. The picture 

according to the display-control signal is displayed on screen la. 

[0018] Drawing 3 is the functional block diagram showing the outline of the function 

which the game program by this operation gestalt has. Each function is realized 
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when CPU21 controls a circumference circuit according to the procedure of a game 
program. 

[0019] The game program by this operation gestalt performs a game using a 
pachinko ball, and it has the game execution function 31 to perform in simulation the 
game of a pachinko machine which realizes the pachinko ball gained in the game at 
the predetermined rate of liquidation on screen 1 a. The game data generated with 
advance of the game performed by this game execution function 31 are memorized 
by RAM23 and the flash memory 3 by the game data-storage function 32. Moreover, 
the rate setting change function 33 of liquidation makes a setting change of the rate 
of liquidation of the pachinko ball in the game performed by. the game execution 
function 31 by operation of a game person at the value of a request of a game 
person. The amount calculation function 34 of liquidation computes the amount of 
liquidation which was memorized as game data by the game data-storage function 

32 and which realized the piachinko ball which the game person gained at the rate of 
liquidation in which a setting change was made by the rate setting change function 

33 of liquidation. A display function 35 displays on screen la the amount of 
liquidation computed by this amount calculation function 34 of liquidation. 
[0020] The above-mentioned game data-storage function 32 by this operation 
gestalt has the function in which a game person memorizes the pachinko ball used 
for the game as game data. The amount calculation function 34 of liquidation has the 
function which computes the investment frame with which the game person realized 
this pachinko ball used for the game at the rate of liquidation in which a setting 
change was made by the rate setting change function 33 of liquidation, and the 
iricome-and-outgo frame of this investment firame and the above-mentioned amount 
of liquidation. A display function 35 has the function to which these investments 
frame and an income-and-outgo frame are displayed on screen 1 a. 

[0021] Furthermore, the above-mentioned game execution function 31 by this 
operation gestalt has the function to perform each game about two or more models 
of pachinko machine in simulation on screen la, and the game data-storage function 
32 has the function to memorize game data for two or more models of every. , 
Furthermore, the amount calculation function 34 of liquidation has the function 
which computes the amount of money which is the rate of liquidation by which a 
setting change was made, and realized the pachinko ball for two or more models of 
every by the rate setting change function 33 of liquidation. Furthermore, a display 
function 33 has the function to which the amount of money computed by the 
amount calculation function 34 of liquidation is displayed on screen 1 a for two or 
more models of every. 

[0022] Next, the game using the game program by this operation gestalt which 

carried out the above-mentioned composition is explained. Drawing 4 , drawing 5 , 

I, 

and drawing 6 show the picture displayed by screen 1 a of television 1 into this game. 
[0023] If CD-ROM on which the game program by this operation gestalt was 
recorded is set to main part of game machine 2a, the title screen shown in drawing 4 
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(a) will be displayed on screen la of television 1. If a game person pushes the start 
button 1 3 of controller 2b in this state, the control signal according to operation of 
this start button 13 will be told to CPU21. CPU21 will display on screen la the 
picture shown in this drawing (b), if this control signal is inputted. The message to 
which it shows the function currently prepared for this game program of a "system 
capture exercise hall", "the den of xxx", and an "option" is displayed on this picture. 
[0024] A game person operates the direction key 11 of controller 2b in the vertical 
direction, moves the inverse video portion shown in this drawing by the frame, and 
moves an inverse video portion to a desired function. And if the O button 16 of 
controller 2b is pushed in this state, the function of an inverse video portion will be 
performed by CPU21. For example, if the O button 16 is pushed after the game 
person has done the inverse video of the message of a "system capture exercise 
hall", in screen la, the picture shown in this drawing (c) will appear. The still more 
detailed function of the selected "system capture exercise hall" is displayed on this 
picture as a message "system capture", a "beginner lecture", a "data hall", "data 
comparison", and "coming out of an exercise hall." 

[0025] Again, a game person operates the direction key 1 1 of controller 2b in the 
vertical direction, moves the inverse video portion shown in this drawing by the 
frame, and moves an inverse video portion to a desired function. And if the O button 
16 of controller 2b is pushed similarly, the function of an inverse video portion will 
be performed by CPU21. For example, if the O button 16 is pushed after the game 
person has done the inverse video of the message of "system capture", in screen 
1 a, the picture shown in this drawing (d) will appear. By this picture, a game person 
is asked about about which pachinko machine of six kinds of inside from "a model 1" 
to "a model 6" a game is performed to selected "system capture." 
[0026] To this question, a game person operates the direction key 1 1 of controller 
2b in the vertical direction similarly, moves the inverse video portion shown in this 
drawing by the frame, and moves an inverse video portion to a desired model. And a 
push on the O button 16 of controller 2b determines the object model of game as 
the model of inverse video portion. For example, in screen 1 a, if the O button 1 6 is 
pushed after the game person has done the inverse video of the portion of "a model 
1", after the performance display screen which pachinko machines, such as great 
success success-in-an-election probability of "a model 1", do not illustrate appears, 
the picture shown in drawing 5 will appear. This picture is a picture which imitated 
the game board of the actual pachinko machine currently installed in the game store. 
[0027] A pachinko ball 42 is driven into the game board 41 according to operation of 
a game person's controller 2b. As for a pachinko ball 42, a game person pays the 
predetermined amount of money in simulation like an actual game store, and a game 
person borrows the predetermined number in simulation. This pachinko game is 
performed by the game execution mechanism 31 of CPU21, and an advance of a 
pachinko ball 42 is also performed by control of CPU21 according to operation of a 
game person's controller 2b. Mostly, the pattern display 43 of the game board 41 
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which indicates the pattern by change specially in the center is formed, and starting 
winning-a-prize equipment 44 is formed in the lower part. Moreover, the general 
winning-a-prize mouth 45 is formed in right and left of starting winning-a-prize 
equipment 44, and the large winning-a-prize mouth 46 is formed under the starting 
winning-a-prize equipment 44. 

[0028] If the pachinko ball 42 which flows down the face of a board of the game 
board 41 wins a prize of the general winning-a-prize mouth 45, the awarded balls of 
a predetermined number will pay out a game person. Moreover, if a pachinko ball 42 
wins a prize of starting winning-a-prize equipment 44, in the pattern display 43, a 
change indication of the pattern will be given specially, and a pattern game will be 
specially started as a change display game. The change display of a pattern is 
specially performed by carrying out circulation movement of the pattern train of 
three trains which consist of a left pattern train, an inside pattern train, and a right 
pattern train and which are not illustrated at a respectively fixed speed. A halt 
indication of each pattern train which is carrying out circulation movement by 
constant speed is given to predetermined timing at the order of a left pattern train, a 
right pattern train, and an inside pattern train. If a halt indication of the complete 
diagram handle is given and the same pattern is displayed on each pattern train, 
great success will occur and a great success game will be performed. In a great 
success game, the pachinko ball 42 which the large winning-a-prize mouth 46 opens 
wide, and flows down the face of a board of the game board 42 can win a prize so 
much, and a game person can gain a lot of awarded balls. Moreover, when the 
complete diagram handle by which it was indicated by halt does not gather in the 
same pattern, it becomes HAZURE, and a pattern game is ended specially. 
[0029] The number of pachinko balls which the game person gained to the midst 
which is performing such a pachinko game, the number of pachinko balls which the 
game person purchased and which was got blocked and used for the game are 
stored temporarily by the game data-storage function 32 of CPU21 as game data at 
RAM23. Moreover, if a game person pushes the x button 1 7 of controller 2b in the 
midst of a pachinko game, in screen 1 a of television 1, the picture shown in drawing 
6 (a) will appear instead of the simulation display of the game board of a pachinko 
machine. "A display setup", a "convenient function", "data analysis", "system 
construction", and the message of "leaving a base" are displayed on this picture. 
Also by this picture, a game person operates the direction key 1 1 of controller 2b in 
the vertical direction, and moves the inverse video portion shown in this drawing by 
the frame to a desired function. And if the O button 1 6 of controller 2b is operated 
in this state, the function by which inverse video was carried out will be performed 
byCPU21. 

[0030] For example, when finishing today's game, a game person chooses the 
function of "system construction" and displays on screen 1 a the picture shown in 
this drawing (b). This picture is a picture for saving data stored temporarily in the 
pachinko game mentioned above at RAM23, such as the number of acquisition 
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pachinko balls, and the number of use pachinko balls. Data preservation is performed 
for every model of a model 1 to model 6' For example, the inverse video of "1. the 
model 1 " is carried out by vertical operation of a game person's direction key 1 1 , 
and the data about a model 1 are saved by being determined by operation of the O 
button 14 at the model 1 correspondence memory storage of a flash memory 3. 
[0031] Moreover, a game person displays on screen la the picture shown in drawing 
4 (c) and chooses the function of "data comparison" by operation of the direction 
key 1 1 of controller 2b, and the O button 16 to know of which grade the amount of 
money is earned by the pachinko game now. Drawing 6 (c) is a picture which appears 
in screen la by this selection. The rate of liquidation and the results chart about 
each model are displayed on this picture. 

r 

[0032] The investment frame in a results chart is computed by the amount 
calculation function 34 of liquidation of CPU21 based on the rate of liquidation 
displayed on number of use pachinko balls, and screen la which CPU21 read from 
RAM23 now. About ¥1.500. and the model 2, the investment frame of ¥3,700. is 
shown [ model / 1 ] in screen la by the display function 35 of CPU21. Moreover, the 
amount of liquidation in a results chart is computed by the amount calculation 
function 34 of liquidation of CPU21 based on the rate of liquidation displayed on 
number of acquisition pachinko balls, and screen la which CPU21 read from RAM23 
now. About ¥800. and the model 2, the amount of liquidation of ¥4,200. is shown 
[ model / 1 ] in screen la by the display function 35 of CPU21. Moreover, the 
income-and-outgo frame in a results chart is computed as the difference of the 
investment frame and the amount of liquidation which are displayed on the screen 
by the amount calculation function 34 of liquidation of CPU21. In screen la, it is 
about a model 1 by the display function 35 of CPU21. - About ¥700. and the model 2, 
the income-and-outgo frame of +¥500. is displayed. 

[0033] A setting change of the rate of liquidation currently displayed on the screen 
is made by the rate setting change function 33 of liquidation of CPU21 ,at the value 
of a request of a game person, that is, as for the rate of liquidation currently 
displayed on this drawing as ¥2.5, a game person does upper part operation of the 
direction key 1 1 of controller 2b — especially — **** ¥2.6 and ¥ — it falls with ¥2.4, 
¥2.3, and ¥2.2 — by going up with 2.7 and ¥2.8 — , and carrying out lower part 
operation of the direction key 1 1 The investment frame, the amount of liquidation, 
and the income-and-outgo frame in a results chart change to the value in the rate 
of liquidation which is recomputed by the amount calculation function 34 of 
liquidation, and is displayed on present screen la at any time, whenever a setting 
change of the rate of liquidation is made. 

[0034] Thus, according to the game program by this operation gestalt, a setting 
change of the rate of liquidation of a pachinko ball is made by the rate setting 
change function 33 of liquidation at the value a game person wants, and the amount 
of liquidation is computed by the amount calculation function 34 of liquidation~at the 
rate of liquidation by which a setting change was made by the rate setting change 
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function 33 of liquidation. And the amount of liquidation computed by the amount 
calculation function 34 of liquidation is displayed on screen 1a by the display 
function 35. Therefore, the amount of liquidation in the predetermined rate of 
liquidation once displayed on screen la is changed into the amount of liquidation in 
the rate of liquidation which is different with operation of the game person to the 
rate setting change function 33 of liquidation, and is displayed on screen la. For this 
reason, the game person of a game becomes possible [ getting to know the amount 
of liquidation in the desired rate of liquidation ], can simulate now the amount of 
liquidation in each game store where the rates of liquidation differ, and can fully 
enjoy a game. 

[0035] Moreover, with this operation form, the pachinko ball which the game person 
used for the game is memorized by the game data-storage function 32. Moreover, 
while this pachinko ball that the game person used for the game by the amount 
calculation function 34 of liquidation is realized by the investment frame at the rate 
of liquidation in which a setting change was made by the rate setting change 
function 33 of liquidation, the income-and-outgo frarne of this investment frame and 
the amount of liquidation is computed. And the amount of liquidation, investment 
frame, and income-and-outgo frame which were computed by the amount 
calculation function 34 of liquidation are displayed on screen la by the display 
function 35. Therefore, the amount of liquidation, investment frame, and income- 
and-outgo frame in the predetermined rate of liquidation once displayed on screen 
la are changed into the amount of liquidation, investment frame, and income-and- 
outgo frame in the various rates of liquidation which change with operations of the 
game person to the rate setting change function 33 of liquidation, and are displayed 
on screen 1 a. For this reason, a game person becomes possible [ getting to know 
the desired investment frame and desired income-and-outgo frame in the rate of 
liquidation in addition to the amount of liquidation in the desired rate of liquidation ], 
can grasp the liquidation result of a pachinko ball now at the various rates of 
liquidation from a many-sided viewpoint, and can enjoy a game further. 
[0036] Furthermore, with this operation form, game data are memorized two or more 
models 1-6 of every of pachinko machine by the game data-storage function 32. 
And the amount of money which realized the pachinko ball is computed two oi^ more 
models 1-6 of every by the amount calculation function 34 of liquidation at the rate 
of liquidation in which a setting change was made by the rate setting change 
function 33 of liquidation. And the amount of money computed by the amount 
calculation function 34 of liquidation is displayed on screen 1 a by the display 
function 35 two or more models 1-6 of every. Therefore, the amount of money in 
the predetermined rate of liquidation about each models 1-6 once displayed on 
screen la is changed into the amount of money in different various rates of 
liquidation every model 1-6, and is displayed on screen la by operation of the game 
person to the rate setting change function 33 of liquidation. For this reason, a game 
person becomes possible [ getting to know the amount of money in the desired rate 
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of liquidation two or more models 1-6 of every ], can grasp now the liquidation result 
about each models 1-6 at the various rates of liquidation, and can enjoy a game 
further. 

[0037] In addition, in this operation form mentioned above, although the case where 
screen la was made to perform in simulation the game of the pachinko machine 
which uses a pachinko ball 42 for a game medium for the game program by this 
invention was explained, this invention is not limited to this. For example, you may 
make it make screen la perform in simulation the game of the slot machine which 
uses a medal for a game medium. Moreover, in this operation form mentioned above, 
although the case where a game program was performed using the game system 
which consists of a home video game machine 2 and television 1 was explained, this 
invention is not limited to this. For example, a game program can also be performed 
by computer with which the personal computer with a screen etc. was equipped. 
AIsp in such each the same operation and effect as the above-mentioned 

' operation forrn are done so. 
[0038] 

[Effect of the Invention] As explained above, according to this invention, a setting 
change of the rate of liquidation of a game medium is made by the rate setting 
change function of liquidation at the value a game person wants, and the amount of 
liquidation is computed by the amount calculation function of liquidation at the rate 
of liquidation by which a setting change was made by the rate setting change 
function of liquidation. And the amount of liquidation computed by the amount 
calculation function of liquidation is displayed on a screen by the display function. 
Therefore, the amount of liquidation in the predetermined rate of liquidation once 
displayed on the screen is changed into the amount of liquidation in the rate of 
liquidation which is different with operation of the game person to the rate setting 
change function of liquidation, and is displayed on a screen. For this reason, the 
game person of the game by the game program becomes possible [ getting to know 
the amount of liquidation in the desired rate of liquidation ], can simulate now the 
amount of liquidation in each game store where the rates of liquidation differ, and 
can fully enjoy a game. 

[0039] Moreover, a game data-storage function has the function to memorize the 
game medium which the game person used for the game as game data. The 
investment frame with which the amount calculation function of liquidation realized 
this game medium that the game person used for the game at the rate of liquidation 
in which a setting change was made by the rate setting change function of 
liquidation, and when it has the function which computes the income-and-outgo 
frame of this investment frame and the aforementioned amount of liquidation and a 
display function has the function to which these investments frame and an income- 
and-outgo frame are displayed on a screen The amount of liquidation, investment 
frame, and income-and-outgo frame in the predetermined rate of liquidation once 
displayed on the screen are changed into the amount of liquidation, investment 
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frame, and income-and-outgo frame in the various rates of liquidation which change 
with operations of the game person to the rate setting change function of liquidation, 
and are displayed on a screen. For this reason, a game person becomes possible 
[ getting to know the desired investment frame and desired income-and-outgo frame 
in the rate of liquidation in addition to the amount of liquidation in the desired rate of 
liquidation ], can grasp the liquidation result of a game medium now at the various 
rates of liquidation from a many-sided viewpoint, and can enjoy a game further. 
[0040] Moreover, it has the function in which a game execution function performs 
each game about two or more models of game machine in simulation on a screen. It 
has the function in which a game data-storage function memorizes game data for 
two or more models of every. It has the function which computes the amount of 
money in which the amount calculation function of liquidation realized the game 
medium for two or more models of every at the rate of liquidation in which a setting 
change was made by the rate setting change function of liquidation. When a display 
function has the function to which the amount of money computed by the amount 
calculation function of liquidation is displayed on a screen for two or more models of 
every The amount of money in the predetermined rate of liquidation about each 
model once displayed on the screen is changed into the amount of money in 
different various rates of liquidation for every model, and is displayed on a screen by 
operation of the game person to the rate setting change function of liquidation. For 
this reason, a game person becomes possible [ getting to know the amount of money 
in the desired rate of liquidation for two or more models of every ], can grasp now 
the liquidation result about each model at the various rates of liquidation, and can 
enjoy a game further. 
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IThis document has been translated by computer. So the translation may not 
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3.1n the drawings, any words are not translated. 



DESCRIPTION OF DRAWINGS 



[Brief Description of the Drawings] 

[Drawing 1] The perspective diagram of the game system by which the game 
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program according [ (a) ] to 1 operation gestalt of this invention is performed, and 
(b) are the enlarged views of the controller shown in (a). 

[Drawing 2] It is the circuit block diagram showing the outline of the circuitry of the 
whole game system shown in drawing 1 . 

[Drawing 3] It is the functional block diagram showing the outline of the function 
which the game program by this operation gestalt has. 

[Drawing 4] It is drawing showing the message picture displayed on the screen of 
television by the game program by this operation gestalt. 

[Drawing 5] It is drawing showing the picture of the pachinko machine game board 
displayed on the screen of television in simulation by the game program by this 
operation gestalt. 

[Drawing 6] It is drawing showing another message picture displayed on the screen 
of television by the game program by this operation gestalt. 
[Description of Notations] 

— Television 
1a — Screen of television 1 

2 — Home video game machine 

2a — Main part of a game machine 
2b — Controller 

3 — Flash memory 

11 — Direction key 

12 — Selection button 

13 — Start pushbutton 

14 — ** button 

15 — ** button 

16 — O button 

17 — X button 
21— CPU 

22 — ROM 

23 — RAM23 

31 — Game execution function 

32 — Game data-storage function 

33 — Rate setting change function of liquidation 

34 — Amount calculation function of liquidation 

35 — Display function 
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Japan Patent Office is not responsible for any 
damages caused by the use of this translation. 

1 This document has been translated by computer. So the translation may not 
reflect the original precisely. 

2.**** shows the word which can not be translated. 
3.1n the drawings, any words are not translated. 
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[Drawing 6] 
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